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DETAILED ACTION 

1 . This office action is in response to the communication filed on 02/27/2004. 

2. Claims 1-29 are pending and presented for examination. 

Specification 

3. The disclosure is objected to because it contains an embedded hyperlink and/or 
other form of browser-executable code (see pages 2 and 6 of the specification). 
Applicant is required to delete the embedded hyperlink and/or other form of browser- 
executable code. See MPEP § 608.01. 

4. The listing of references in the specification is not a proper information disclosure 
statement. 37 CFR 1 .98(b) requires a list of all patents, publications, or other 
information submitted for consideration by the Office, and MPEP § 609.04(a) states, 
"the list may not be incorporated into the specification but must be submitted in a 
separate paper." Therefore, unless the references have been cited by the examiner on 
form PTO-892, they have not been considered. The specification includes incorporated 
reference such as on page 6 lines 17-21. These references should be submitted in the 
Information Disclosure Statement. Correction is required. 

Claim Rejections - 35 USC § 102 

5. The following is a quotation of the appropriate paragraphs of 35 U.S.C. 102 that 

form the basis for the rejections under this section made in this Office action: 
A person shall be entitled to a patent unless - 
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(b) the invention was patented or described in a printed publication in this or a foreign country or in public 
use or on sale in this country, more than one year prior to the date of application for patent in the United 
States. 

6. Claims 1-29 are rejected under 35 U.S.C. 102(b) as being anticipated by Lin et 
al. (Sync-MS: Synchronized Messaging Service for Real-Time Multi-Player Distributed 
Games, hereafter Lin). 

7. For claim 1 , Lin discloses a method of providing a fair exchange of messages to 
players of a distributed multi-player game taking place over a communications network 
(title, abstract), said method comprising the steps of: 

utilizing a multi-player game server that generates update messages to said 
players and receives action messages from said players (introduction, par. 2, game 
server sends update messages to players and receives action messages from the 
players); 

delivering said action messages for processing by said game server in an order 
of increasing reaction time (fig. 2, p. 3, col. 2, par. 2, syncjn, the SMS or sync-MS 
server delivers A2 action message before A1 action message, since player 2 reacts 
faster), reaction time being a difference between reception of an update message by a 
player and a sending of an action message by said player in response to said update 
message (fig. 2, p. 3, col. 2, par. 2, syncjn, time between the arrival of update 
message and sending out of action message at the player). 
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8. For claim 2, Lin further discloses a game server proxy is operable in connection 
with said game server for receiving and ordering of said action messages and 
forwarding said action messages to said game server (fig. 2, SMS, sync-MS-server). 

9. For claim 3, Lin further discloses each action message received at said game 
server proxy is delayed until a computed delivery time is reached to ensure fair 
processing of the action messages sent from all players (fig. 2, p. 3, col. 2, par. 2, 
syncjn, last 2 lines, mark 2 shows added delay to ensure that faster reaction will get to 
the server first). 

10. For claim 4, Lin further discloses said server proxy associates a message 
number with the update messages sent to said players thereby tracking an update 
message to which an action message responds (fig. 2, update messages U1, U2). 

11. For claim 5. The method of claim 2 wherein said server proxy records a sending 
time for an update message and associates said update message with a sending time 
(fig. 2, sending times of U1 and U2 are recorded). 

12. For claim 6, Lin further discloses a player proxy is operable in connection with 
said game server for receiving said update messages from said game server and 
forwarding said update messages to said game players, and for receiving said action 
messages from said game players and forwarding said action messages to said game 
server (fig. 2, SMS or proxy server and SMCs receive update messages from game 
server and forwards to players, and receives action messages from the players and 
forwards to the game server). 
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13. For claim 7, Lin further discloses a player proxy records reception time of an 
update message and uses said reception time to calculate said reaction time once 
action message is sent by a player (fig. 2, p. 3, col. 2, par. 2, syncjn, calculating 
reaction time). 

14. For claim 8, Lin further discloses said player proxy sends an update message 
number, reaction time and action message number with an action message (fig. 2, Ui, 
update message number, Ai, action message number, fig. 4). 

1 5. For claim 9, Lin further discloses a message split mechanism is employed at said 
player proxy when multiple update messages are outstanding (fig. 4, section 6.1.1, par. 
1 and 2, multiple Ui arrives at SMC), each action message associated with a window of 
update messages, a reaction time being calculated for each action message with 
respect to each said outstanding update message (fig. 4, section 6.1.1, par. 1 and 2, 
during bar 2, respective update message of Ai, or rum(Ai) corresponds to the 
outstanding update message). 

16. For claim 10, Lin further discloses the wait timeout period is calculated by some 
multiple of the expected round trip time between said server proxy and player proxy 
(5.1, MaxWait, par. 1). 

1 7. For claim 1 1 , Lin further discloses an appropriate delivery time formula for an 
action message is utilized depending on whether action messages arrive in order and 
within their wait timeout periods, action messages arrive out of order but within their wait 
timeout periods (5.1, par. 1, considering received and delivered all action messages 
sent to it from any SMC earlier than s(H)), or action messages arrive outside their wait 
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timeout periods (5.1, MaxWait, algorithm considers the message too late to be 
processed in a first order). 

18. For claim 12, Lin further discloses said server proxy (fig. 2, SMS), when an action 
message is received, computes a position in a queue where said action message 
should be inserted and a local delivery time at which said message is to be delivered to 
said game server (fig. 2, p. 3, col. 2, par. 2, syncjn, SMS determines wait time mark 2 
to deliver action message to the game server). 

19. For claim 13, Lin further discloses said delivery queue is kept sorted based on 
message number and reaction time, respectively (fig. 2, p. 3, col. 2, par. 2, syncjn, 
deliver action messages based on increasing order reaction time of players). 

20. For claim 14, Lin further discloses the delivery time of an action message at a 
server proxy is calculated before being inserted to a delivery queue (fig. 3, delivery time 
of A2 is calculated and put in a ready queue to be sent to the game server), and 
recalculated upon new action message arrival when messages arrive in order or out of 
order but within their wait timeout periods (5.1, par. 1, algorithm considering whether 
earlier messages arrived and delivered in or out of order). 

21. For claim 15, Lin further discloses action message numbers are used by a server 
proxy when messages arrive out of order to order messages from a specific player and 
to determine whether all earlier messages sent by said player have arrived (fig. 3, action 
message has an index i, e.g. Ai). 

22. For claim 16, Lin further discloses delivery time of an action message at a server 
proxy is calculated before being inserted to the delivery queue (fig. 3, delivery time of 
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A2 is calculated and put in a ready queue to be sent to the game server), and 
recalculated upon new action message arrival and action message delivery when 
messages arrive outside of the wait timeout period (5.1, par. 2, too late to be processed 
in a fair order). 

23. For claim 17, Lin further discloses when action messages are sent by players 
(fig. 3, action messages Ai), a set of tuples are tagged onto each of the action 
messages by their proxies each representing the reaction time from the time a set of 
update messages are received (fig. 2, p. 3, col. 2, par. 2, syncjn, each action message 
delivery time is based on reaction time of players), wherein a window for which this 
information needs to be sent is indicated by the server proxy when it sends an update 
message (section 5, last par., waiting period enforced by the SMS) 

24. For claim 1 8, Lin further discloses a window of update messages for which 
reaction times are needed is indicated by the server proxy to the player proxies, the 
window being based on the determination by the server proxy about when to stop 
accepting action messages corresponding to a particular update message (section 5, 
last par., waiting period enforced by the SMS). 

25. For claim 28, Lin further discloses said delivery time is based on a given wait 
timeout period (5.2, SelectWait). 

26. For claim 19, Lin discloses a method of providing a fair exchange of messages to 
players of a distributed multi-player game taking place over a communications network, 
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said multi-player game generating update messages to said players and receiving 
action messages from said players, said method comprising the steps of: 

receiving an update message from said game server at a player proxy (fig. 2, p. 
3, col. 2, par. 2, syncjn, proxy SMS receives update messages from game server); 

recording reception time of said update message at said player proxy (fig. 2, time 
of arrival of update message Ui is recorded); and calculating a reaction time using said 
reception time, said reaction time transmitted by a player in connection with an action 
message (fig. 2, p. 3, col. 2, par. 2, syncjn, reaction time is calculated as the time 
difference between the arrival of Ui and the departure of Ai at a player station). 

27. For claim 20, Lin further discloses said player proxy sends an update message 
number, reaction time and action message number with an action message (fig. 2, fig. 
4). 

28. For claim 21, Lin further discloses said reaction time is used by said multi-player 
game to order responses by said players to thereby provide said fair exchange of 
messages (fig. 2, p. 3, col. 2, par. 2, syncjn, deliver A2 first because player 2 has 
faster reaction time). 

29. For claim 22, Lin discloses a system including computer readable code including 
instructions for use by a server operating in connection with a distributed multi-player 
game, said instructions providing a fair exchange of messages to players of a 
distributed multi-player game taking place over a communications network and 
comprising the steps of: 
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generating update messages to said players and receiving action messages from 
said players by way of said server (introduction, par. 2, game server sends update 
messages to players and receives action messages from the players); 

delivering said action messages for processing by said game server in an order 
of increasing reaction time (fig. 2, p. 3, col. 2, par. 2, syncjn, the SMS or sync-MS 
server delivers A2 action message before A1 action message, since player 2 reacts 
faster), reaction time being a difference between reception of an update message by a 
player and a sending of an action message by said player in response to said update 
message (fig. 2, p. 3, col. 2, par. 2, syncjn, time between the arrival of update 
message and sending out of action message at the player). 

30. For claim 23, Lin further discloses code for use by player proxies of said multi- 
player game (fig. 2, SMC), said code being operable to: 

receive an update message from said game server at a player proxy; record 
reception time of said update message at said player proxy (fig. 3, SMC receives U1 
and records time of U1 arrival); and 

calculate a reaction time using said reception time, said reaction time transmitted 
by a player in connection with an action message (fig. 3, reaction times are delta 
intervals). 

31 . For claim 24, Lin further discloses said player proxy sends an update message 
number, reaction time and action message number with an action message (fig. 3, 
update message Ui, delta interval or reaction time, action messages Ai). 
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32. For claim 25, Lin further discloses said reaction time is used by said multi-player 
game at said server proxy to order responses by said players to thereby provide said 
fair exchange of messages (fig. 3, section 5, par. 3, SMS server proxy enforces a wait 
time for delivery of action messages based on received information). 

33. For claim 26, the claim is rejected for the same rationale as in claim 1 1 . 

34. For claim 27, the claim is rejected for the same rationale as in claim 12. 

35. For claim 29, Lin further discloses an action message being inserted into multiple 
queues corresponding each to a respective update message in its window (fig. 4, 6.1, 
par. 1, each action message is associated with a update message). 

Conclusion 

36. Any inquiry concerning this communication or earlier communications from the 
examiner should be directed to Hieu T. Hoang whose telephone number is 571-270- 
1253. The examiner can normally be reached on Monday-Thursday, 8 a.m.-5 p.m., 
EST. 

If attempts to reach the examiner by telephone are unsuccessful, the examiner's 
supervisor, Bunjob Jaroenchonwanit can be reached on 571-272-3913. The fax phone 
number for the organization where this application or proceeding is assigned is 571- 
273-8300. 
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Information regarding the status of an application may be obtained from the 
Patent Application Information Retrieval (PAIR) system. Status information for 
published applications may be obtained from either Private PAIR or Public PAIR. 
Status information for unpublished applications is available through Private PAIR only. 
For more information about the PAIR system, see http://pair-direct.uspto.gov. Should 
you have questions on access to the Private PAIR system, contact the Electronic 
Business Center (EBC) at 866-217-9197 (toll-free). If you would like assistance from a 
USPTO Customer Service Representative or access to the automated information 
system, call 800-786-9199 (IN USA OR CANADA) or 571-272-1000. 




